# nightspace 
import sys
import select
import os
#from PIL import ImageGrab

def clear_screen():
    os.system('cls' if os.name == 'nt' else 'clear')
    
# call the function to clear the screen

# Margin

mar = " "

# Scene Name
ev = "market" 

#Shot thymer

t = 0 # thyme

a = "" # input

# Invintory at start
inv = ""

# wear with all

wwa = {"

     'face':
     'head':''
     'shoulders':''
     'neck':''
     'bicep':''
     'forarm':''
     'wrists':''
     'waist':''
     'thigh':''
     'knee':''
     'ancle':''
     'feet':''
     
}

while True:
        # read keyboard - Chek if there is data available to read from stdin
        
        if select.select([sys.stdin], [], [], 0)[0]:
              a =   sys.stdin.readline().strip()
              
        t = t + 1
         
         
         
#|----------  
         
        if ev == "scene 1":
          
          if t == 1:
              print(mar +"") # intro
              print(mar +"")
              print(mar +"")
              print(mar +"") # space
              print(mar +"") # (C)hoice (S)
              
          if t == 658000:     # a few seconds then new scene
              
              clear_screen()
              
              print(mar +"")   # update 
              print(mar +"")
              
              ev = "Scene 2" # new scene 
              t = 0 # reset thyme
            
          if a.strip() == "":  # if is choice 
          
                print(mar +"")
            
                a = ""             # reset selection to avoid doubles
                
                inv = "" #perhaps add an item to inv
          
        if ev == "scene two":
            
            if t == 1:
              
              print(mar +"")
              
              if inv != "":            # if inv is not empty
              
              print(mar +inv)   # print( mar +inv ) 
              
            if t == 66700: # scene event timer
            
              clear_screen()
              print(mar +"")
              
            if a.strip == "":           # if item is chosen
                
                if a is in inv:     # and item is in inv
                  
                  print(mar +"")
                  
                  a = "" # Clear Key from input.
                
                  t = 27827 # hawk mole / move timer
                
            